Installation 


Just drag’n’'drop mzp file into the scene. Or run it via Run 


Script. 


Step-by step tutorial 


e Check Import Meshes if you want to import meshes 
aswell. 

e Click on folder button and select desired file. (I 
choose pl2100.mod from Resident Evil Revelations 
2) 

e Click on second folder button and select desired 
animation file. 

e (Sequencer only) | have changed mode to Selected ID 
becouse | want to import only one animation to test 


if | need to apply IKs. 


e Scene should look like on right image. 


e Click on Load button to import animation. 
Important note: RE games have separated 
animations for lower and upper body. So one ID 


have lower body and next ID is for upper body. 


e Now the scene should look like on upper image. 
Now we can see that legs and hands are weirdly 
posed, you can see wrong positions on end bones 


(toes) aswell. That detects the model uses IK. So 


to set Preffered Angles manually. 
e Select middle 


Chain (bone27) | 


bone in IK 


and head to Pivot K Link Info 


Hierarchy/IK/Rotational Joint, now to Y Axis and set 
Preffered Angle to 1,0 


e If you don't know where to find these, on the right is 


guide image. 

e Now apply this process to other arm. (But with SH 
Preffered Angle -1,0 since we are on opposite side) 

e You can also tweak constraints (limits) to any bone 
in IK Chain, and Swivel angles in IKTarget to get 


more realistic look. 


Well done, everything works as it should. NOTE: We 
should tweak IKTarget position to match body 


proportions, nobody likes their hands in their bodies. 
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You can save your created IK Chains into preset, that can 


loaded anytime. 
Tool can save only IK Chains created by tool. 
DO NOT load presets to scenes where IK Chains are 


already created! 


What can be saved: 


e Complete IK Creation, anything you set in IK 
Creation 
e Bones in chain 
e Nubs 
e Control bones 
e IK Parents 
e Properties of bones in IK Chain 


e Swivel Angles 


e Parent Spaces 


e Rotational Joint Properties 


e IK Solver names 


Produced presets will have .tit extension. They are 
generated MaxScript compatible files. So you can add 
more commands and creation techniques inside of 
them, just make sure you don't overwrite them, becouse 


you would lose all modifications you made. 


Produced presets are model independent, that means, 


you can use single preset for many other models. 


Presets are in early version, please report any problems 


asap. 
Listener messages p ] j 


Unknown block hash %hash in hex% for MTF 
v%version% model format. 

Selected model have unsupported blocks, those will be 
skipped. You can post hashes along filename and game 
or sample file itself in comment section on forum or 


here. 


current skeleton. 
Required bone was not found in scene. This bone is not 


presentin loaded model. This message is purely 


informational. 


